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Welcome to the business 
of Professional Football. 


Total Control Football invites you to take a shot at the tough- 
est job in professional sports: General Manager and Head 
Coach of a multi-million dollar franchise in the National Foot- 
ball League. You're taking total control. And whether your 
predecessor was a brilliant success or a miserable failure, the 
owner will be counting on you to not only take your team to 
the Super Bowl, but to build the greatest dynasty in the his- 
tory of the game 


And it takes more than just good moves on the field to survive 
in the NFL. Each dollar you spend could be one step closer 
to the Hall of Fame, or one more nail in your careers coffin. 
Each player you add to the team could be the hero of the 
decade, or the goat of the century. Each game plan you de- 
vise could mean home field advantage in January, or a cold 
holiday vacation. Any way you play it, the responsibility will 
be yours in Total Control Football. 
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As the newest GM in the League, 
your priorities are clear. 


First, avoid getting fired. Sounds simple, but there are sev- 
eral ways this can happen. Sending your owner to the poor 
house is the quickest way to lose your job. You won't last 
long if you can't manage money. Another good way to get 
fired is to lose football games. Winning is the bottom line in 
the NFL, and a GM who can't win will be weeded out fast. 
Failing to improve could also get you canned; an owner will 
only tolerate a stagnant or declining team for so long. 


Your next priority is to show up every other GM in the League. 
They will be watching your every move, secretly hoping for 
your failure. 


Ultimately, you will be trying to put together the greatest foot- 
ball team of all time, and taking it to more Super Bowl victo- 
ries than any team ever before. Once your dynasty has been 
established, you can retire as an NFL legend, or start over 
with another team. 


Total Control Football offers you a 
variety of ways to play. 


lf you don't feel up to all that weight on your shoulders just 
yet, don't panic. Many aspects of Total Control Football can 
be delegated to your assistants or supervised by you person- 
ally. You don't even have to go to the games if you don't want 
to. Or maybe that's a/ you want to do: let your Coaches 
prepare the game plans and make the trades; let your Scouts 
find those hidden gems in the Draft; let your trainers worry 
about the injuries. You're paying them good money, and if 
they can't do their jobs, fire their sorry faces and find some- 
one that can! It's all up to you in Total Control Football. 
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SYSTEM 


Recommended for Windows 95 Users 


Processor| \BM PC or 100% compatible; 
Pentium™90 or better 


Graphics) \ocal bus video card; 
1 meg video memory 


Memory| 16 MB of RAM 
HD Space| 30 MB free 
CD-ROM) 2XSpeed CD-ROM 


Sound) Windows 95 compatible sound card; 
general MIDI 


Mouse| mouse & keyboard required 
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REQUIREMENTS 


Recommended for DOS Users 


IBM PC or 100% compatible; 
Pentium™75 or better; 
486 DX66 minimum 


Processor 
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Graphics| \ocal bus video card; 
512K video memory 


Memory| 8 MB of RAM 
HD Space| 30 MB free 
CD-ROM| 2XSpeed CD-ROM 


Sound Card| Sound Blaster™ or compatible; 
general MIDI 


Mouse| mouse & keyboard required 


EARNING A SUPER BOWL RING 
MAY REQUIRE SOME HARD WORK 


When you choose to begin a new League, you're beginning 
an NFL career that will last as long as you do, You are of 
building an NFL franchise from the ground up; you're taking 
over an established business that could be in great shape or 
total disarray, or anywhere in between. Each extreme will 
offer its own unique challenges: you'll discover quickly enough 
that staying at the top is no easier than getting there. 


To play Total Control Football, first place the Total Control Foot- 
ball CD into your CD drive. 


Windows 95 

For Windows 95 users, simply double-click on the TCF desk- 
top icon, or click on your Taskbar and pull down the Programs 
menu. Click on “Total Control Football" to start. 


DOS 

For DOS users, change to your Philjps directory on the drive 
on which Total Control Football was installed. Then at the 
prompt, type TCF and hit the "Enter" key. 
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PRE-SEASON TUTORIAL 


1. SETUP 


To quickly familiarize yourself with Total Control Football, you 
can follow this basic run-through of a typical Pre-season. Start 
Total Control Football. Hit the "Spacebar" to get to the League 
Options Screen. 


1A. START A NEW LEAGUE 


Click on the "NEW LEAGUE" Skybox windows at the top of 
the screen. Enter a League Name and a GM Name (what 
you want to be called) in the Name League Window. After a 
quick look at your home office, click on the helmet logo of the 
team you wish to manage. 


1B. CUSTOMIZE YOUR TEAM 


At the Custom League Screen, click on the name of the team 
you chose. For the Tutorial, we're going to make your team 
"Chaotic," so that you'll have plenty of room under the Salary 
Cap. With the highlight on your chosen team, hit the "5" key 
on your keyboard, then click "EXIT" to move on, 


2. TAKE STOCK 


Now you are the GM/Head Coach of the team you chose. If 
you look at your clock in the bottom left corner, you'll notice it 
is March 1, the first day of the League Year. You have roughly 
five months to figure out where you are and get your team in 
shape. Since your team status is "Chaotic," your players and 
coaches will probably be average (or less), and the key to 
your future success will be finding some better-than-average 
players right away, so look carefully at what you already have. 


2A. VIEW YOUR COACHES 

Move the cursor to the far right side of the screen and click 
when it changes to a horizontal arrow. Then take a look at 
your Coaches by clicking on your computer and clicking on 
the "PERSONNEL" button. 
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Click on the Offensive and Defensive Coach buttons that come 
up, and you'll see the salaries, styles and statistics of both of 
your coaches. At this point, the most important thing to note 
is each of their Styles, including Run/Pass% and Aggression 
Level. If they prefer to run an offense or defense differently 
than you, you might want to consider getting rid of them. 


2B. VIEW YOUR ROSTER 

Now take a look at your players by clicking on the "ROSTER" 
button. By right-clicking on the player names you can look at 
their Profiles. Look for players who have particularly good or 
bad attributes. These will be the players you will start to re- 
lease or build your team around. 


2C. VIEW YOUR BUDGET 

Next, we'll take a quick look at your Budget by clicking on the 
"BUDGET" button. As a "Chaotic" team you should have a 
good amount of money to make changes with, and plenty of 
room left under the Salary Cap. After the Pre-season, you'll 
need to keep a close eye on your Budget if you want to make 
money and be re-hired at the end of the season, 


We've now seen enough to get started, so exit out of your 
computer by clicking the "EXIT" button, and you'll see that 
you're still at your desk. 


3. MAKE CHANGES 


For the purposes of the Tutorial we're going to assume you 
want to clean house: out with the old, in with the new! 


3A. FIRE YOUR COACH 

The first head that's gonna’ roll is that of your Offensive Coach 
(if the team is in a state of chaos, he hasn't been doing his 
job). Move your mouse cursor over the phone on your desk 
and click when the cursor becomes a target. You'll see a 
close-up of your phone. Now click on the phone line labeled 
Offensive Coach. When he answers, you'll see three choices 
available that you can communicate to him. Choose "FIRE!", 
and he's gone. 
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3B. CHECK THE COACH LIST 


That was fun, but now you'll need to find his replacement. 
You'll have to go to the Conference Room (click on the "Con- 
ference Room" location button at the bottom of the screen) 
and click on the Datapad on the conference table, then on 
the Offensive Coaches category in the upper left window of 
the Datapad. 


You'll see a list of coach names in the window to the right. 
Right click on the coach names to see their Profiles. You'll be 
able to afford most of the coaches, so their salary demands 
(shown under "Salary") won't be as important as a Style that 
you want to run, or that works with a star player you wish to 
build your team around. 


3C. HIRE A NEW COACH 


When you've decided on the one to help guide your team to 
victory, left-click on his name to bring up a contract offer. Enter 
"1" (1 year) for the length of the contract, and make your ini- 
tial salary offer a little lower than what he was asking. When 
the contract comes back with "Accept," you have yourself a 
new Offensive Coach. 


Your new coach will automatically formulate a Game Plan for 
you and fill out your Lineup. Now you can turn your attention 
to the first major event in the League Year, the Draft. 


4. EVENTS 


As time marches on, you will need to prepare for the various 
NFL events that will occur throughout the League Year. The 
first event of the League Year is the College Draft. 


4A. PREVIEW THE DRAFT 


Now let's go to the Scout Offices and get a report on the up- 
coming Draft, keeping in mind the positions of the extremely 
poor players you saw on your Roster. These are the posi- 
tions you'll be looking to fill with draft picks. 
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Click on the Draft List on the back wall in the left view of the 
Scout Offices. Click on the "Order" list to see where you will 
be drafting within the rounds. Click on the "Overall" list for a 
ranked list of the entire draft, or on the lists of the specific 
positions you're interested in. Now that you know what play- 
ers are available and when you pick, you can make some 
detailed Draft plans in light of your own team weaknesses. 


If your list seems incomplete, it may be that you need more 
College Scouts. You can hire College Scouts from your GM 
Office computer by hitting the "Personnel" and "College Scout" 
buttons in your computer. 


4B. SPEED UP TIME 


Now go to any location and right-click on the clock in the bot- 
tom left corner, until the time setting reads "TURBO". You'll 
see the days begin to fly by, and before you know it, April 21 
(draft day) arrives, and you will be taken automatically to the 
Draft. 


4C. DRAFT NEW PLAYERS 


In the Draft you will see your Draft Display on a big screen TV 
right in front ot you. Teams will begin drafting in order and, 
when your turn arrives, you will have 15 minutes (in the first 
round) to make your selection. 


You can scroll through the list and Profile players (right-click 
on their names) directly from the TV. When you've found the 
player you want, left-click on his name to highlight him and 
then click on the "DRAFT PLAYER" button on the bottom of 
the TV screen. The player is now on your Roster! Continue 
drafting for the other six rounds, and when the draft is over, 
you will find yourself back in your office. 


Go to your computer and look at your Roster again. You'll 
see your new draft picks there, with "$" symbols beside their 
names. The "$" means that they need contracts before they 
can play, so let's go to the Conference Room again and sign 
them to contracts. 
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4D. SIGN YOUR DRAFT PICKS 


In the Conference Room, click on the Datapad that you used 
to sign your new coach. Instead of choosing the ‘Offensive 
Coach’ category, choose the ‘Player Contracts' category, and 
you will see a list of your unsigned players. 


Right-click on the unsigned players to look at their Profiles 
and get an idea of which players are most important to you. 


Now left-click on your first round pick to bring up his player 
contract and begin negotiations. Offer him a two-year con- 
tract for $750,000 and no signing bonus by entering this on 
the contract and clicking "SEND." He will reply with what he 
wants, which will probably be much higher. Keep raising your 
numbers to eventually agree on a contract, but don't go too 
slowly! He may decide to break off negotiations if he thinks 
you're not serious, 


4E. SIGN SOME FREE AGENTS 


Sign as many players as you can from the "Player Contracts" 
category and the "Free Agents" category for team positions in 
which you feel you are weak, Free Agent Player Profiles can 
be viewed by right-clicking on a Free Agent name. Once you 
have a good-sized Roster (your limit at this time of year is 80), 
you're ready for the Pre-season. 


5. GAME TIME 


Your first game will come along in early August. When the 
game day arrives, you will be escorted to your Skybox seat at 
the stadium. 


If you're the Visiting team, you'll get to pick Heads or Tails in 
the coin toss, then choose to Kickoff or Receive, or what goal 
to defend. 


After the coin toss, click on the Skybox Control Panel in the 
middle of the desk and the game will begin (including the play 
clock, so you may want to read ahead before proceeding.) 
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5A. CALLING PLAYS 


When the game starts you'll see a close-up of the Skybox 
Control Panel, the Play Select Screen. 


For the purpose of the tutorial, you will have to trust in your 
Coaches' Game Plans, and pick plays from the Game Plan 
Windows (the three play displays on the left). Each Coach 
will have up to 12 possible plays to choose from in any situa- 
tion. Your Coaches will recommend a single play to call, des- 
ignated by the whistle icon displayed next to the play, but a/ 
the Game Plan plays will be appropriate for any game situa- 
tion. 


To call a play, simply click on it. You will then jump to the Field 
View, where your players, including any you choose to con- 
trol, will run the play. 


For a detailed explanation of Game Play Options and 
Player Controls, see the Game Play Reference Card 


that comes in your Total Control Football CD. 


At the end of each quarter you will return to the Skybox wide 
view where you will need to click on the Skybox Control Panel 
to start the next Quarter. 


6. AFTER THE GAME 


At the end of the game, you will return to your GM Office at 
the start of the next day. 


6A. CHECK THE STANDINGS 


Once back in your office, click on the Newspaper on you desk. 
You will be able to view the game results of the entire League 
and the specific statistics from your own game. After you've 
finished with the news, click "Exit" to return to the office view. 
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6B. CHECK YOUR ROSTER 


Now you should check your Roster again. If there are any 
players still unsigned (with "$"s by their names), you might 
want to try negotiating with them again. Also you may see a 
red "+" by a player's name. This means he has sustained a 
serious injury during the game, and should be diagnosed in 
the Training Room. 


6C. DIAGNOSE PLAYER INJURIES 


Go to the Training Room and click on the X-Ray display on 
the back wall. Your injured players’ names will appear on the 
Injured Players List. Take note of the injuries of your players. 


If some are diagnosed with severe injuries that will keep them 
out for dozens of weeks (unlikely at this early stage of the 
season) and are players you wish to keep, you may want to 
move them to the Inactive List by highlighting their names on 
the Roster (in any computer) and clicking on the "CHANGE 
STATUS" button. You'll see a yellow "I" appear by their names. 


7. ROSTER CUTS 


After another Pre-season game comes and goes, another NFL 
event, your first Roster Cut, will arrive on August 16. You will 
be forced to release players from your Roster until your Ros- 
ter has no more than 65 players. Be sure to check their Pro- 
files before you release them; they may have changed, for 
the better or the worse. When your Roster is the appropriate 
size, time will continue. 


8. THE REST OF PRE-SEASON 


Before the Regular Season begins, you will go through two 
more games and Roster Cuts. At the end of the Pre-season, 
your Roster can have no more than 45 players on your Active 
List (your Active list is all the players on your Roster without 
an 'I' symbol before their names) and up to eight players des- 
ignated as Inactive (your Inactive List). Make your final cuts 
carefully: almost every player will be used by your coaches. 


THIS ENDS THE PRE-SEASON TUTORIAL 
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LEAGUE OPTIONS 


A brief introduction will play before you arrive at the League 
Options Screen. Hit the "Spacebar" to skip the introduc- 
tion and get right to the League Options Screen. 


When you reach the League Options Screen (pictured be- 
low) you will have four possible courses of action: Load 
League; New League; Exhibition Play; and Exit Game. 
Just move the mouse cursor over the appropriate area of 
the screen. When the cursor changes to a target, left 
click to make your choice. 


League Options Screen 


NEW LEAGUE 
LOAD 
LEAGUE 
EXIT 
GAME 


EXHIBITION PLAY 


Load League 


Clicking between the goal posts will bring up the Load 
League window. In the window, highlight the name of the 
League you want to load by clicking on it, then click on the 
"LOAD" button. Also, you may wish to delete an already 
existing League. To delete a League, highlight the name 
of the League you wish to delete and then click on the 
"DELETE" button. 


New League 


Clicking on the Skybox area of the League Options Screen 
will bring up the Mew League window, You will be prompted 
to enter a name for the League from the keyboard. When 
you have finished typing, hit the "return" key to enter your 
League name. Once you have named your new League 
you will then be asked to enter your Personal name in the 
same way, the name you wish to be refered to in the game. 


Exhibition Play 

If you are nofinterested in a full League, but would rather 
play a quick Exhibition Game, click on the end zone at the 
bottom of the League Options Screen. You will immedi- 
ately be taken to the Exhibition Team Select Screen. 


Exit Game 


To quit playing Total Control Football, click on the stadium 
tunnel in the middle of the League Options Screen, at the 
corner of the end zone. An Exit Game window will ask 
you to confirm your exit before you leave the game. 
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Keyb 


oard Shortcuts 


F1: Shortcut to Game Options Screen. 
F12: Toggle between Window and Full Screen. 
Esc: Exit game. 


Keyboard Shortcuts can be used at any time 


TOYLNOD ONIVL 


CHOOSING A TEAM 


After choosing and naming a New League, your first decision 
will involve choosing a team to manage. When beginning a 
New League you will be in high demand! All thirty NFL fran- 
chises are interested in hiring you, as you can see from the 
Offer Screen on your ‘home’ computer (pictured below). En- 
joy your popularity while you can, for this may not be the case 
when your contract expires! 


Offer Screen 


To accept an offer from an NFL team, choose your Division 
with the Conference and Division navigation buttons at the 
bottom of the screen. When the helmet and logo of the team 
of your choice appears in the large window, move the mouse 
cursor over it. When it highlights, left click, and you've made 
your choice. Now you're ready to negotiate a contract with 
the team's owner, but first you might want to customize the 
New League. 
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CUSTOMIZING A LEAGUE 


After choosing a team, you will have the option to customize 
your New League in the Custom League Screen (pictured 
below.) In this screen you will be able to continue with a League 
as it exists in the NFL today; assign random strengths to the 
entire League; or customize each team individually, as many 
or few as you want. 


Custom League Screen 


Custom League 


Standard League 


If you wish to play in a League that resembles the strengths 
of the real 1996 NFL teams, click on the "EXIT" button at the 
bottom right corner of the screen. This will immediately begin 
setting up the Standard League. In the Standard League, the 
defending world champions will have strong personnel, high 
salaries and a large following, while teams that spent the pre- 
vious season in the cellar will struggle both at finding good 
players and filling their stadiums. 
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ARIZONA CHICAGO 


OALLAS DETROIT 
NEW YORK CIANTS GREEN BAY 
PHILADELPHIF 


Mictslls ty 


The Dallas Cowboys as they are setin the Standard League 


Customize individual teams 


You can also change any number of the team's strengths to 
any degree and let the rest remain as they are in the Stan- 
dard League. Just click on the box before the team name 
you wish to change and type in the new number from the 
keyboard. In this way you can depart from reality as much as 
you like. Turn the world champs into the world chumps, or 
make a struggling team as competitive as any. When you 
have finished sculpting your League, click "EXIT" to begin the 
game. 


ARIZONA CHICAGO 
Bl DALLAS 
NEW YOR GIANTS 


PHILADELPHIF 


The Dallas Cowboys reduced to a state of Chaos 


Customize randomly 


By clicking on the "RANDOM" button at the bottom left corner 
of the Custom League Screen, you can let blind chance as- 
sign team strengths across the entire League. Each click of 
the button will produce an entirely new set of team strengths 
at random. When you find one you like, click "EXIT" to start 
the League. 


You can return to the Standard League settings at any time 
by clicking on the "RESET" button. Once you've clicked on 
"EXIT", you've made history. You've created a world that you 
are about to step into; the world of Total Control Football. 
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SIGNING A GM CONTRACT 


Your first official signature as an NFL GM will be on your own 
GM contract. After leaving the Custom League Screen, you 
will end up at your home fax machine. A contract with a stan- 
dard first-year offer is ready for your approval. If your yearly 
salary offer seems satisfactory, sign and send the contract 
back to the owner by simply clicking on the blue "ACCEPT" 
button on your fax machine. A copy with the owner's signa- 
ture will return, and the office staff will begin preparing your 
new office! 


The control buttons of your fax machine 


Negotiating 


As an unproven GM prospect, you're not going to be offered 
a huge salary by anyone. Negotiations over your salary at 
this point will most likely be a waste of your time. Neverthe- 
less, you may want to see if you can squeeze any more money 
out of your owner, since the amount of your salary is one of 
the ways your success as a GM is judged. By clicking on your 
salary amount on the contract you will bring up a flashing cur- 
sor, "Backspace" over the numbers you want to erase and 
enter a new amount from the keyboard. When you're happy 
with your counter-offer, hit "Enter" on the keyboard or click on 
the "SEND" button at the top of your fax machine. The owner 
will respond immediately. If you are lucky, he may have raised 
his first offer, but be careful; if you press your luck he may 
grow impatient and /ower his offer! 
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After your first year, you will need to renew your GM contract. 
If you've done well, you will have the clout to negotiate in 
earnest. If you've done poorly, you had better take what you 
can get. And if you've done so badly that no one wants you, 
your game is over and you'll have to start a new League. 


If you've done extreme/y well, you may have generous offers 
from more than one team. If this is the case, you will see a set 
of numbers displayed in the black box below the blue control 
buttons on the fax machine. The right number will tell you 
how many total offers you have. The left number indicates 
which of the offers you are currently viewing. To change to 
the next offer, click on the numeric readout. This will toggle 
you through the offers. 


To end negotiations with an owner, simply click the "REJECT" 
button, but be sure you have another offer to fall back on, or 
your League will end! 


After signing your contract, you will arrive at 
your new Office. All the features that are 
available to you are described specifically in 
the TEAM HEADQUARTERS section of this 
manual, but before you move on you may 


want to know about some game tools that 
will help you keep track of where you stand 
and what you're doing. These are; GM Rank, 
GM Options, and Time Management 


GM RANK 


As an NFL GM, you will constantly be measured against ev- 
ery other GM in the NFL. To see where you stand, click on 
the scoresheet in the middle of your desk. You will find GM 
Rankings are divided into three separate categories. 


Overall GM Rank 


The Overall GM Rank is the final word on where you stand as 
a GM in the National Football League. If you want to win the 
"GM of the Year" award at the end of the season, you had 
better be number one on this list. 


Do you have what it takes to eam one of these? 


Team Rank 


Team Rank is a weekly ranking of the strength of all 30 NFL 
teams, based on each team's record (including the post-sea- 
son), quality of players, and pre-season expectations. 


Personal Salary Rank 


Every GM will also be ranked according to the yearly salary 
appearing on his or her contract. This category has the least 
impact to the Overall GM Rank, but it will help you to establish 
your personal monetary value as you gather experience and 
negotiate new contracts for yourself over the years. 
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GM OPTIONS 


As an NFL member, your team will be required to participate 
in Mandatory League Events throughout the Year. These 
include the College Draft, Roster Cuts and Games accord- 
ing to the NFL schedule. Since you are in control, you will 
be expected to attend each event. However, you are the 
boss! If you feel that any Mandatory League Event is below 
the importance of your position, you can use your authority 
to delegate events to your assistants. 


Mandatory League Events can be delegated in the GA/ Op- 
tions Screen. To access this screen, click on the word "OP- 
TIONS" in the bottom right corner of any location screen, or 
hit the "F1" key on your keyboard. You will see a list of the 
Mandatory League Events. 


SUPERVISE DELEGATE 


fe) Roster Cuts 
fe} Drafting 


PARTICIPATE SIMULATE 


° Game Play 


Roster Cuts - If delegated, your coaches will release play- 
ers for you, and control the active and inactive lists. 


Drafting - If delegated, your coaches and college scouts will 
draft college players for you once per year. 


Game Play - If simulated, the Skybox and field level will be 
skipped, and you will only see the results of your game. 


The GM Options will start with all Mandatory League Events 
set to the "SUPERVISE" position. You are in Total Control. 
To relinquish control, click on the "DELEGATE" side of a 
responsibility. Total Control Football will control that task for 
you. GM Options can be set any time during the game. 
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TIME MANAGEMENT 


As in the real world, time is an important dimension of Total 
Control Football. As soon as your League begins, time be- 
gins. Unlike the real world, however, Total Control Football 
allows you to manipulate time. You can speed up when 
things are running smoothly, or slow down if things get hec- 
tic, when every second counts. 


To control time, use the day and date display in the bottom 
left corner of a location screen. The current time setting will 
be displayed below the date display. The time options are: 


Seconds per second 
Minutes per second 


Hours per second 
Days per s nd 
Turbo Time 


The game begins set to Hours per second, but you can 
change time settings whenever you want. Place the mouse 
cursor over the day and date display and right or left click to 
change the setting. Right-clicks change the time to the next 
fastest setting, left-clicks to the next slowest. And you won't 
need to worry about accidentally skipping over important 
dates in accelerated time; you will automatically be ushered 
to any mandatory event you have chosen to supervise or 
participate in (Mandatory events themselves occur in real 
time.) 


TEAM HEADQUARTERS 


Navigation 


The black menu bar across the bottom of the screen allows 
you to move between locations. Simply click on the location 
you want to go to, and you will arrive there. Each location 
offers you at least one view. The GM office, Scout Offices 
and Draft Room have more; just move the cursor to the right 
or left edge of the screen. If the angled arrow becomes a 
horizontal arrow, you can click to see another view. 
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Each location contains objects you can use: lists, computers, 
telephones, and much more. You'll know you're over some- 
thing useful when the cursor changes from an angled arrow 
to a target. Just click when the cursor is a target to activate 
the object. 


GM Office 


The GM Office is your office, the heart of Team Headquar- 
ters. Most of the information you'll need as an NFL GM can 
be found here. Before you on your desk is the GM scoresheet, 
your newspaper and your phone. The scoresheet shows your 
GM Rank, the Newspaper lets you see news and stats from 
around the League, and the phone lets you talk to your key 
personnel and the owner. Inset into the back wall is your 
personal trophy case. When (and if) you win awards, they 
will be displayed here. 


In the right view of your GM Office you will find your computer, 
and in the left view you will find your calendar and stereo. 
The computer is your greatest tool, carrying out your com- 
mands instantly. Your calendar lets you know what events 
are coming up, and your stereo lets you make musical choices. 
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Coach Offices 


Your Coach Offices are where you and your assistant coaches 
create Game Plans and edit the Play Book and Lineup. The 


Conference Room is where you will negotiate all contracts: 
Coaches, Players, and yours. 


Conference Room 


300 


Scout Offices 

From the Scout Offices you can study a draft preview list (in 
the left view) or negotiate player trades with other teams. In 
the Front Office, you can view your trophies and team profiles 
in the Trophy Case, and print from the Print Station. 


Front Office 


Training Room 


The training room is where player injuries are diagnosed. All 
player injuries and approximate healing times are displayed. 


THE BUDGET 


For a team to be successful each week during the season, it 
must also be successful away from the field every day of the 
year. Most of your decisions as an NFL GM will have financial 
consequences. Keeping the budget balanced will give you 
the time and resources you'll need to create a winning team. 
In simple terms, you'll need to keep your income greater than 
your spending in a world where it is easier to spend money 
than to make it. 


Bank Account 


Your Bank Account is displayed in the Computer in your GM 
Office. Clicking on the $ icon will give you a variety of looks at 
your team's financial situation, from the day's balance to a 
precise monthly overview. You'll be able to see where your 
money is going by dollar or percent, and what kind of salary 
cap limitations you need to be concerned about. 
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Income 


As part of the NFL, you will have two basic sources of in- 
come; Club Revenue from the sales of Luxury Boxes, and 
Shared Revenue from the League. Shared Revenue con- 
sists of evenly distributed Royalties and Ticket Sales. Game 
Ticket Sales are split between both participating teams, 60% 
going to the home team, 40% to the visitor. 


Spending 

As an accountable GM you will notice three basic areas in 
which you must spend large amounts of money. These are 
Game Day expenses, Pay Period expenses, and Miscella- 
neous expenses. 


Game Day expenses are paid out each Monday after a game 
has been played. Player Salaries make up the greatest bulk 
of spending during the regular season. Additional expenses 
occur on away games, when you must provide transporta- 
tion, food and lodging to all your players and coaches as well. 


Pay Period expenses cover the salaries of all your other per- 
sonnel besides players. Each Coach, Scout, Trainer and 
Administrator must be paid 1/26th of their salaries every two 
weeks. 


Miscellaneous expenses include equipment costs, stadium 
construction costs, loan repayment, and unexpected problems 
that will arise from time to time. 


Projected Balance 


Your Projected Balance is extremely important to monitor, since 
NFL teams earn and spend money unevenly throughout the 
year. In your Monthly Overview, the bottom line is your Pro- 
jected Yearly Balance. It's there to help you predict your fi- 
nancial year. If the Projected Balance is lower than your cur- 
rent balance, you're probably going to need to find some ways 
to cut back. ‘And even if the Projected Balance is higher, there's 
no guarantee that it will stay that way: you'll need to keep 
your Team Rank up to keep a positive Projected Balance. 
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THE ROSTER 


The NFL is made up of hundreds of unique athletes, most of 
whom are competing for a spot on your or some other team's 
Roster. But some players are special, the stars of the League 
who have each team competing for their attention. You'll want 
to have as many stars on your Roster as you can afford, be- 
cause good players are the backbone of every NFL team. 


In Total Control Football, each player is composed of a set of 
individual ratings in football-related categories called Skills and 
Attributes. As a GM, it will be important for you to continually 
judge the quality of the players on your Roster, because just 
like in real life, players in Total Control Football are constantly 
changing. They get hurt. They get better. They get old. 
Sometimes they're just plain lazy, and sometimes they're just 
plain stupid. But if they're on your Roster, they're all yours. 


The Roster display 
Offense/Defense buttons 


Position and Name List 


Name highlight 


37 NOL Salary Cap Indicator 
#83 B MORRIS 
0. MASON 
H. CRAWFORD 


List scroll buttons 


Release button 


Active/Inactive List button 


31 


You can view your Roster in any Location that has a com- 
puter. Click on the computer, then click on the button with a 
line of helmets, and the initial roster will come up. Right-click- 
ing on a name will bring up the player's Profile. 


ANDERSON 1 The player Profile 
WIDE RECEIVER i . 
ae5 Player information 


159 16S 


100] HEAL 


26 | 0 a Skills/Biography button 


100) sTAH 


Skill/Attribute scores 


graph. Changes to Skills and Attributes due to improvement 
or aging are displayed in yellow. Red lines within a bar graph 
indicate a temporary change due to injury. 


Profile note: "STAMINA" will always be full between games, but keep an 
eye on itduring your games! /f a player's Stamina gets too /ow it will impair 
Ais performance and hell need to be substituted until he catches his breath. 


The Roster accounts for both the Active and Inactive lists. In 
the Regular Season (after roster cuts) you may only carry 45 
players on the Active List. Up to 8 players may be put on the 
Inactive List. Clicking the "CHANGE STATUS" button when a 
player name is highlighted will move that player on or off the 
Inactive List. Players on the Inactive List will be marked with 
an "I". Players who are injured will be marked with a "+". 
Players who need contracts will be marked with a "$". 
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COACHES 


Every team, even one whose GM is reponsible for the head 
coaching duties, needs to have offensive and defensive 
coaches. Each coach carries with him his own unique 
strengths, style of play and Play Book. Coach contracts can 
last up to three years. 


Coach Profiles 

You can view Coach Profiles in the Conference Room com- 
puter. Click on the Datapad/Fax on the desk, then right-click 
on the name of the coach you wish to profile. You will see his 
name, his style, his salary (or his salary demands, if he is not 
with your team), his general ability score (if he is currently 
under contract) and his record and winning percentage. You 
can negotiate with any coach on the lists, but you cannot hire 
a coach immediately unless you fire your own first. A coach 
in the last year of a current contract can be secured to join 
your team, but only at the end of the season. 


Coach Styles 
Offensive Coaches will have both a "STYLE" and a Run/Pass 
percentage score. 
COACHING STYLES 
OFFENSE DEFENSE 


West Coast Blitzkrieg 
Vertical Zone Dog 


Big Back Pressure 
Red Gun Platoon 
Power Trap Scrape 
Daylight 


Defensive Coaches will have a "STYLE" and an Aggressive- 
ness Level between 1 and 7. The larger the Aggressiveness 
Level, the more aggressive the Coaches' play calling. 


SCOUTS 


Team Scouts gather information for you on prospective play- 
ers and players around the League. 
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Your Pro Scouts cover the other NFL teams, while your Col- 
lege Scouts cover the universities across the nation. Both 
Pro and College Scouts sign standard one-year contracts, and 
are assigned to cover national regions. 


Pro Regions 


There are five Pro regions that evenly divide the teams of the 
NFL. For 100% efficiency, you'll need a single Scout for each 
region. A Scout can be asked to cover more than one region, 
but his efficiency will drop with every extra region assigned to 
him. An inefficient Scout will not be able to produce complete 
lists of players in their assigned regions. 


PRO SCOUTS 1} 


REGION 


} 
| 
NORTHEAST | 
| 

| 

| 


SOUTHEAST | 


Caine n scour | (rime ] 


O. BUSH 100% 
W. CRAWFORD sox 


College Regions 


Like the Pro Regions, there are five College Regions that re- 
quire five College Scouts for complete national coverage. The 
College Scouts gather information for the Draft List, seen in 
the left view of the Scout Offices. 


TRAINERS 


Team Trainers keep your players healthy and help them re- 
cover more quickly from their injuries. Like Scouts, they sign 
standard, non-negotiable one year contracts. 


34 


Specialists 


A specialist can be signed to join your team in addition to your 
Trainers. He is an orthopedic doctor who costs much more to 
keep but will help players recover from what would otherwise 
be season-ending injuries. Specialists are considered a luxury, 
and only the wealthier teams should consider keeping one on 
staff. 


ADMINISTRATORS 


Administrators are the personnel that work in your Front Of- 
fice. They take care of many details that you will be too busy 
to handle. There are three key administrators: the Personnel 
Director, the Equipment Manager, and the Travel Coordina- 
tor. Each Administrator has a salary and ability score, either 
of which could remain the same or climb dramatically. 


Personnel Director 


The Personnel Director is the most important of the adminis- 
trators. He is in charge of Team Headquarters and the Sta- 
dium, and has a direct impact on the sales of tickets, which 
means team revenue. No team can afford to be without a 
strong Personnel Director. 


Equipment Manager 


The Equipment Manager is in charge of keeping all of your 
personnel happy, especially your players. An Equipment 
Manager of great ability will increase your players’ attitudes, 
as well as save you money on equipment costs. 


Travel Coordinator 


The Travel Coordinator arranges the mode of travel for you 
and your coaches and players. He also arranges food and 
accommodations for the team on away games, which affects 
your players' attitudes. With a good Travel Coordinator, your 
players won't even realize they're on the road. 
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HIRING AND FIRING 


Before making any changes to your personnel, you might 
want to check your budget to see what you can afford. 


$485,000 

#640.000 

$172.000 
COLLEGE $80.000 


EQUIPMENT MAh 1 $54.000 
t $39.000 
$80.000 
$105.000 
$0 


$530.000 


Most of your Personnel are hired and fired from your com- 
puter screen. Click on the computer in the right view of 
your GM Office, and then click on the Personnel button at 
the top of the screen. You will see all the categories of 
personnel listed on the right side of the screen, including 
a personnel overview that totals the salaries of your per- 
sonnel. Click on a category button to bring up the related 
personnel window. Each window will have a readout of 
your personnel, and a list of available personnel. High- 
light names and hire and fire at will. 


CONTRACTS ; 


As your team's GM, you will be responsible for negotiating 
and signing your players and coaches to contracts. Both 
players and coaches will be willing to negotiate with you 
as long as you are willing to make reasonable offers. 
However, players with high "Ego" scores may not agree 
with your definition of "reasonable". 


Coach Contracts 


Coaches can be signed to one, two or three year con- 
tracts. Generally, their salary demands and ability scores 
reflect their competence in calling plays and formulating 
game plans, and in no way indicate the size of their Play 
Books. Signing a coach to a longer contract will keep 
other GMs from recruiting your coach, but longer contracts 
may cost you larger signing bonuses. 


Player Contracts 


Player contracts can range from one to five years, and 
are paid on a per-game basis during the regular season. 
Like Coach contracts, Player contracts are not guaran- 
teed. As soon as you release a contracted player, your 
obligation to pay him is terminated as well. Consequently, 
players look to take advantage of the signing bonus fea- 
ture of a contract. The signing bonus is an up-front por- 
tion of a player's total salary that is paid out immediately 
on completion of contract negotiations. 


RELEASING PLAYERS 


Now that you have control of an NFL franchise you can 
collect the kind of players that will keep your team win- 
ning. Questionable abilities aren't the only reasons to re- 
lease players. Bad attitudes can be just as damaging to 
your team as poor skills. You're also going to have trouble 
if your team's player personnel do not match your offen- 
sive and defensive philosophies. If you've hired a Heavy 
Run coach but have players suited for a heavy pass of- 
fense, you are going to struggle to win games. 


Between March and June you will be able to increase your 
Roster to 80 players, but by the time the regular season 
starts, you'll have to cut that number down to 53, and only 
45 of them can be on your Active List (eligible to play in 
games.) 
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The regular season also brings about the enforcement of the 
League-wide salary cap. You will be forced to release some 
of your players at the start of the regular season, if their total 
salaries exceed the $45,000,000 cap. 


To release players, bring up the team Roster on any com- 
puter. At the left bottom corner of the Roster is the "RELEASE" 
button. To release a player, highlight (by left-clicking) his name 
on the name list and then click the "RELEASE" button. A 
window will appear and ask you to confirm the player's re- 
lease. If you really mean it, click "YES" or hit the "Enter" key. 
The player and his salary will disappear from your team and 
possibly become a Free Agent, or retire. 


FREE AGENTS = 


Throughout the year, the League maintains a list of the top 
250 Free Agents. These are players without contracts who 
are physically fit to play. Some will be desirable starters, but 
most will be players that fill Personnel Group holes on injury- 
plagued teams. The "starter" caliber players will show up on 
the Free Agent List on the first day of the League Year, March 
4. They will not stay on the list for long, so every March 1 you 
would be wise to check the Free Agent List as early as pos- 
sible. 


You will find the Free Agent List in the Conference Room 
Datapad. Just click on the Datapad/Fax on the desk, then 
click on the 'Free Agent" category on the Datapad. The Free 
Agents will be divided into positions, and generally ranked 
from best to worst, ability-wise. Right-click on a player name 
to view his Profile. Left-clicking on a player name will begin 
the contract negotiation process. 
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PLAYER TRADES 


From the beginning of the League Year, March 1, to the Trad- 
ing Deadline in mid-October, teams may freely trade players 
and draft picks. Sometimes you will want to initiate a trade, 
and sometimes other teams will initiate trades with you through 
your E-Mail on your GM Office computer. When players are 
acquired by trade, you pick up the burden of the arriving 
player's remaining salary. To negotiate a trade, go to the Scout 
Offices and click on the Datapad/Fax on the desk. The 
Datapad will display all the information you need to set up or 
reply to an offer. 


To initiate an offer, choose a division from the category list in 
the ‘other team area’ of your Datapad. Then choose one of 
the displayed teams. That team's Roster will appear on the 
top right side of the Datapad window. Right-clicking on a player 
name will bring up his Profile. Click off of the Profile to re- 
move it. Left-clicking on his name will add it to the trade offer 
that will emerge from the Fax. 


Now add a player to your side of the offer sheet from 'your 
team area’ in the same way. Each 'side' of the offer sheet has 
three slots that can be filled for any trade. When you think 
you've made a fair offer, click on the "SEND" button on your 
Fax. The receiving team will consider your offer and answer. 
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If they considered the offer at least fair themselves, they 
will send back an acceptance. If they are interested, but 
had a different idea of "fair", they will send back a counter- 
offer. If they have no interest in a trade whatsoever, they 
will send a rejection back and end negotiations. Until an 
offer is "rejected" by one party or the other, you will be 
able to move player names on or off the offer-sheet for 
every counter-offer. When negotiations end, click outside 
of the offer sheet to clear the Fax machine. 


The black display window on your Fax will show you how 
many total offers you have (the right number) and which 
one you are viewing (the left number). Click on the black 
display window to view the first offer. If you don't like it, 
click on the "REJECT" button and it's gone forever. If you 
want to compare it to other existing offers, click on the 
black display window again and you can toggle through 
all your current offers. You can negotiate, reject, or ac- 
cept any and all offers. 


THE DRAFT 


In late April, NFL GMs gather in one location to participate 
in the Draft. For seven rounds, teams take turns choosing 
players from the Draft List. The order of team choice is 
decided by each team's previous season record, the teams 
with the most losses going first. 


You can study the projected Draft order and the Draft list 
in the left view of your Scout Offices by clicking on the 
Draft Board on the back wall. The Draft Board will display 
the Overall Draft List and Draft Order, as well as a break- 
down of all players by position. If it's a quarterback you 
need, just click on the "QUARTERBACKS" list and you'll 
see every quarterback in the Draft, including their Overall 
Draft Rank. You can even Profile listed players by right- 
clicking on their names. Once a list has been brought up, 
you will have to click twice on a player name to remove it. 


Draft choices can be traded away before the deadline. 
The specific date of the Draft can be seen on your calen- 
dar in the left view of your GM Office. 


When Draft Day arrives, if you've chosen to supervise the 
Draft personally, you will be taken automatically to your 
‘war-room' at the convention center. 


SIN3AAF 


The Draft Room 


The progress of the Draft will be updated and displayed 
on the big-screen TV in your room. The top of the screen 
will show the current round information, the current team 
picking, and the time left to pick. Below that is the Cat- 
egory Bar. By clicking on the left and right arrows you can 
change the category of list order to specific positions, or 
back to an overall list. Below the Category Bar is the List 
Display that shows the player's rank, position, name and 
school. Below the List Display is the Draft Player Button. 


To draft a player, click on his name on the List Display. It 
will highlight in red. Then click on the Draft Player Button 
at the bottom of the TV screen. The player will vanish 
from the Draft List and be added to your Roster as an 
unsigned rookie. You can view Draft List player Profiles 
by right-clicking on a highlighted name. You will have the 
amount of time displayed in the upper-right corner of the 
TV screen to decide on a draft pick. If you run out of time, 
a choice will be made for you. 


To the right of the big-screen TV is the window overlooking 
the auditorium. Click here to watch the Draft as it happens 
team-by-team. Also there is a left view with another monitor 
that will display a summary by round or by team. 


Ci) 
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The Draft Auditorium 


When the Draft is over, you will return automatically to your 
office. Your computer Roster will include any players you have 
drafted. These players will need to be signed to contracts 
before the start of the season if you want them to play for you. 


TRAINING CAMP 


Another annual event is your team's Training Camp. Each 
year in late July your coaches and rostered players will begin 
two weeks of intense practice. During this time you will notice 
visible changes in your players’ Skills as each coach puts them 
through their paces. Some players’ Skills will increase while 
others will remain constant or even decrease. You will be 
able to measure each player's changes with his Profile. The 
bars that graphically display the player Skill scores will change 
color for upward or downward movement. A decrease in Skills 
may be due to injury, so be sure to diagnose faltering players 
in the Training Room. 
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ROSTER CUTS 


After Training Camp, Pre-season begins. During the Pre-sea- 
son, not only will you have to participate in pre-season games, 
but you will have to make League-enforced Roster Cuts as 
well. At the first cut you must reduce your Roster to 65 play- 
ers, just after your second Pre-season game. A week later 
your Roster must be reduced to 58 players, and one week 
after that your final Roster Cut will be to 53 players, with 45 
players allowed on the Active List and up to 8 on the Inactive 
List. When a Roster Cut occurs and you have chosen in GM 
Options to supervise them, you will automatically be taken to 
your GM computer until your Roster is cut to the appropriate 
level. 


THE TRADING DEADLINE 


In mid-October, the NFL will also enforce a trading deadline 
across the League. All trades must be made before the dead- 
line. Any trade offers waiting in your E-Mail will be erased 
after the deadline has passed. Trading will begin again at the 
start of the League Year on March 1. 


THE PRO BOWL 


Once a year, after the end of the season, the NFL invites the 
best players in the League to participate in the Pro Bowl. If 
one of your players is chosen by the League to attend, you 
will be able to participate as a player in the game. The play 
calling, however, will be exclusively handled by the losing 
coaches of the Conference Championships. If you were the 
losing coach of your conference championship, you will be 
able to call the plays for your conference. The player choices 
are ultimately decided from the League Leaders section of 
the Newspaper on your desk in your GM Office. 
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THE PLAY BOOK 


Every assistant Coach in or out of the League brings with 
him his own set of plays that reflect his individual philoso- 
phies of the game. This set of plays becomes the Team 
Play Book when a coach is hired to a team. The computer 
in your Coach Offices contains your Play Book Editor, which 
is also your Play Book display. To operate your Play Book 
Editor, click on the Coach Offices computer, then on the 
Play Book Editor button at the top of the screen. 


The Play Book Editor 


The Play Book Editor is divided into two basic halves. The 
top half displays defensive formations, while the bottom 
half displays offensive formations. 


Both offensive and defensive plays are defined by three 
elements: the Personnel Group, the Formation Name and 
the Play Name. These are displayed on the upper and 
lower borders of the Play Book Editor. The upper-right 
corner contains the Play Book Display buttons. Below 
these are the Player Assignment Display Windows. 


The Player Assignment Display Windows allow you to view 
each position's assignment individually, or remove the as- 
signment lines altogether. 


Team Play Book 


The Team Play Book is what the Play Editor will first dis- 
play. All your offensive and defensive plays can be viewed 
by clicking on the right and left arrows surrounding the 
Personnel Groups, Formation Names and Play Names. 
The offensive plays in the Team Play Book will only con- 
tain the Personnel Groups, Formations and Plays that the 
coach prefers to run. However, the defensive coaches 
carry a// defensive Personnel Groups, Formations and 
Plays in their Play Books, so every possible defensive play 
will already exist in your Team Play Book. 


NFL Play Book 


As your team's GM Head Coach, you have the authority 
to edit your Team Play Book in any way you want. One of 
these ways is to change assistant coaches. Another way 
is to borrow Personnel Groups, Formations and Plays from 
the rest of the NFL. These are all at your fingertips in the 
Play Book Editor. Just click on the "NFL PLAY BOOK" 
Play Book Display Button. Now you can click through ev- 
ery Personnel Group, Formation and Play on offense as 
well as defense. 


Adding a Play 


if you find a play you like, you can add it to your Team Play 
Book, but keep in mind, you might not just be adding a 
new Play Name, but a new Formation and Personnel 
Group as well. If you don't have enough players at a po- 
sition to run a certain Personnel Group, you will have to fill 
in players of the wrong position, and consequently you 
will have little success with the play, no matter how much 
you like it. To add an NFL Play Book play to your Team 
Play Book, click on the "ADD PLAY TO TEAM PLAY BOOK" 
button, and the play will be part of your Team Play Book. 
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THE SCOUTING REPORT 


In Total Control Football you can look ahead to your next op- 
ponent and anticipate his every move, thanks to the Scouting 
Réport. 
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The Scouting Report 


To see a breakdown of your next opponent's tendencies, click 
on the Scouting Report Icon in the Coach Offices computer. 
Choosing either the offensive or defensive Scouting Report 
will bring up the Tendency window. At the top of the window 
you will see your next opponent's coach and coaching style. 
Just below that you will see Play Type categories and the 
percentages that they have been called by your next oppo- 
nent. As if that weren't enough, you can choose a Play Type 
category by clicking on it to bring up the Tendency Break- 
down window. This shows you how many times this Play Type 
was called in what field situation. With this information, you 
can better prepare your Game Plans from week to week. 
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THE LINEUP 


In Total Control Football, as in the NFL, your Plays are run 
from Formations that are organized by specific Personnel 
Groups that apply to specific styles and situations. Your Lineup 
lets you insert the right starting player into the right position. 


Personnel Groups 

Each Personnel Group has 11 positions tailored to specific 
purposes. Some, like "Jumbo", carry three Tight Ends for 
short yardage situations. Others, like "Quads", carry four Wide 
Receivers, and are generally used in long yardage situations. 


Formations 


Formations are simply on-field variations of Personnel Group 
alignments for specific Plays. Personnel Groups may have 
‘one or several Formations associated with them. 


The Lineup 


On the back wall of the Coach Offices is the Lineup white- 
board. Here you can observe your Roster and make changes 
to your Personnel Groups. Your Personnel Groups are dic- 
tated by your offensive and defensive coaches. They will have 
the players they think are the right ones for the job at the 
positions of each Personnel Group. However, as the Head 
Coach supervising the Lineup, you can insert any player into 
any position you want. 
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To make changes, find the Personnel Group you want to 
change by clicking on the right and left arrows around the 
Offense/Defense and Personnel Group indicators. Then click 
on the name at the position you want to change. Next, find 
the player on your Roster you wish to insert into the chosen 
position. Click on his name, and then click the "SWAP" but- 
ton to insert him into this Personnel Group. If you decide to 
Profile a player by right-clicking on his name, you will have to 
click on his name again to remove the Player Profile from the 


screen, 


THE GAME PLAN 


Every coach in the NFL understands the need to go into games 
prepared. Your Game Plan allows you to be prepared to call 
the correct plays in any situation. You will have three play- 
calling concerns during a game: offensive plays, defensive 
plays and special teams. 


The Game Plan Editor 
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Offensive Game Plan 


To view your Game Plan, go to the Coach Office computer 
and click on the Game Plan Editor Button. Your Game Plan 
editor will appear with the Offensive Game Plan that your Of- 
fensive Coach has specifically devised for you using the Scout- 
ing Report. The top portion of the editor is the Situation Dis- 
play. The left column describes your down and distance pos- 
sibilities, and lines up with the grid to the right that indicates 
possible field positions. Each square of the grid is a 12-slot 
bank of Plays. Click on a grid square and you will see the 
Plays your Offensive Coach has chosen for that situation dis- 
played on the three bottom-left play windows. The red ar- 
rows allow you to scroll through all 12 play slots. 


To edit your Game Plan, click on the play window of a play 
you want to replace. Your Play Book is displayed in the large 
play window to the right of your Game Plan play windows. 
Find the Play on your Play Book that you wish to insert into 
the Game Plan by scrolling through the Personnel Groups, 
Formations and Plays. When it appears in the large Play 
window, click on the "REPLACE PLAY” button on the bottom 
of the editor and that play will be added into the Game Plan 
play slot that you had already chosen. 


Defensive Game Plan 


In addition to considering the game situation, Defensive 
Coaches have to react instantly to the offensive Personnel 
Groups and Formations they see on the field for each play. 
Because of this, it is impossible to set up a detailed Defensive 
Game Plan. Therefore, your Defensive Coach will always 
have the entire NFL defensive Play Book available to use in 
Play Calling. 


Special Teams 


General Special Teams plays, including kick-offs (normal, squib 
and on-side), field goals and punts (and their multiple fakes) 
are automatically included in the Offensive and Defensive 
Game Plans. 
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SIMULATING A GAME 


In your GM Options, you may have decided to Simulate 
Game Play instead of Participate in it. If this is the case, 
when a game day arrives, instead of automatically going 
to your Skybox at the game, you will be sent automatically 
to the Game Results screen. 


CATEGORY 


5 GAINED 
RUSHING 


PASSING 
MP. / INT 
sED/ YARDS 


The Game Results screen will show you the scores and 
basic team statistics from each game that week. The score 
is broken down by quarters, and nine categories of statis- 
tics are displayed for both teams. 


You can advance the Game Results manually by clicking 
on the "NEXT GAME" button, or simulate as fast as pos- 
sible by clicking the "EXIT" button. Total Control Football's 
sophisticated game simulator may take several seconds 
to simulate each game, depending on the speed of your 
computer. When all the week's games have been simu- 
lated, you will be returned automatically to your GM Of- 
fice, where you can click on the newspaper and take an 
in-depth look at the game results and League Leaders. 


GAME PLAY OPTIONS 


if you have chosen (in GM Options) to Participate in Game 
Play, you will automatically be sent to your Skybox seat at 
the stadium before the start of the game on Game Day. 
On your arrival you can jump right into the game, but you 
may want to consider your Game Play Options first. If you 
have chosen to play an Exhibiton Game in the League 
Options Screen, you will go straight to an Exhibiton ver- 
sion of Game Play Options before going to the Skybox. 


The Skybox 


To view the Game Play Options Screen, click on the crowd 
above the scoreboard, or hit the "O" key on your keyboard 
(in your Team Headquarters environment, this key takes 
you to the GM Options Screen, but in the Skybox, the 
same key takes you to the Game Play Options Screen). 
You will be shown a screen similar to the GA/ Options 
Screen. \f you are playing an Exhibition Game, you will 
have more options to choose from than a League Game, 
where your teams, site and weather conditions have al- 
ready been determined. But there are some Game Play 
Options common to both Exhibition and League Play that 
can be set at any time during Game Play. 
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COMMON GAME PLAY OPTIONS 


CPU CONTROL 
PLAY CALLING 
PENALTIES 
REFEREES 
QUARTER LENGTH 
VOICE 
SOUNDS 
RESOLUTION 


EXHIBITION ONLY GAME PLAY OPTIONS 


TEAM SELECT 
WEATHER 
WIND 


CPU Control - Determines whether or not you will be actively 
involved in on-field player manipulation. In the V/S/TORmode, 
the CPU will control the Visiting Team's players during the 
game. In the HOME mode, the CPU will control the Home 
Team's players during the game. In the BO7H mode, the 
CPU will manipulate all on-field players during the game. 


Play Calling - Determines whether your assistant coaches ac- 
tually call the plays or merely make play suggestions that you 
must approve. In the Automatic mode, assistant coaches will 
call plays quickly for you, giving you just enough time to di- 
gest the play before it is run. In Agprova/mode, plays will not 
be called until you physically click on the play you want, though 
your assistant coaches will always make their suggestions. 
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Penalties - When set to the O” mode, this option allows you 
to play your game with the rules of the NFL. The Offmode 
eliminates the calling of penalties altogether. This option can- 
not be changed during a game. 


Referees - A simple On/Off choice that displays Referee ani- 
mation during the game. 


Quarter Length - There are four Quarter Length settings: 15- 
minute quarters, 10-minute quarters, 5-minute quarters and 
3-minute quarters. Like Penalties, this option can only be set 
at the start of a game. 


Voice - When set to Play-by-Play, allows the vocal talents to 
be heard during Game Play. All vocals are turned off when 
this option is set to Disabled. 

Sounds - An On/Off choice that can turn all sound effects off. 


Field Resolution - Normally 640 X 480, you can reduce the 
resolution of the screen to 320 X 200 to gain some play speed. 


Exhibition Game Play Options 


Team Select 


Team Select - In an Exhibition Game only, you will decide 
what two teams will be playing. Toggle through the Home 
and Visifor choices by clicking on the arrows surrounding the 
team names below the team logos. 


Weather - Also an Exhibition Game only option, choose a 
weather condition to play in, unless the Home team you have 
chosen plays in a dome. Choose from Fair, Rain and Snow. 


Wind - In an Exhibition Game you may set the level of wind, 
unless you are playing your game in a domed stadium. Choose 
from Strong, Medium, Light and None. 


When you have finished setting your options, click on the 
"EXIT" button at the bottom of the screen or hit the "Enter" 
key. You will then return to the Skybox. 


Back in the Skybox, now that you've set your options, you 
may want to make some last minute adjustments to your Game 
Plan or Lineup. To do this, click on the Skybox computer on 
the right side of the Skybox desk. Before the game starts you 
can make all the changes you want, but you will not be able to 
edit your Game Plan again until Halftime, and you can only 
access your Lineup during a time-out. Time-outs may be due 
to injury, two-minute warning, end of quarter, or a spent team 
time-out. 


COIN TOSS 


When you are finished with your preliminary game work in the 
Skybox and are ready to start the game, click on your Skybox 
Control Panel in the middle of the desk. The Coin Toss win- 
dow will appear. If you represent the Visiting Team, make 
your choice by clicking on "HEADS" or "TAILS." The coin will 
flip and display the results. If you represent the Home team, 
the CPU will make the choice. The winner of the Coin Toss 
then chooses to "KICKOFF" or "RECEIVE." The loser of the 
Coin Toss chooses which goal to defend in the first quarter. 
Teams alternate defending goals each subsequent quarter. 


54 


PLAY SELECT 


After the Coin Toss you will zoom in to the Play Se/ect Screen, 
a close-up view of the Skybox Control Panel (at the end of a 
time-out, you will again need to click on the Skybox Control 
Panel to return to the Play Select Controls close-up). You will 
still be able to see the Scoreboard at the top of the screen. 


‘SCOREBOARD 


IST AND 10 


RHINO 
WHITE RIGH 


GAME PLAN * PLAY BOOK 
WINDOW csr WINDOW 


LERO WERK 


The Play Select Screen 


The Play Select Controls are set up identically to the Game 
Plan Editor. This is because you'll be calling most of your 
Plays right from your Game Plan, if your Game Plan is a good 
one. Your Game Plan display is the three play windows on 
the left. To the right is your Play Book window. The Scoreboard 
displays all crucial game information, including the score, the 
situation, the game clock and the play clock. 


ST QTR 
meu 


TIME OUTS O 


AND 10 BALL ON 29 


All the play illustrations are color coded to help you see what 
each man's responibility is for each play. 


LINE COLOR ASSOCIATED ACTION 


White Blocking Assignments 
Solid Yellow Pass Patterns 

Dotted Yellow Man Coverage 
Orange Kickoff Assignments 
Red Run Routes, 


Pass Rush, 

Punt Coverage Lanes 
Solid Blue Quarterback Routes, 

Coverage Zones 
Dotted Blue Motion Patterns 


Selecting from the Game Plan 


If you or your coaches have done your homework, the Game 
Plan will allow you to select plays with speed and confidence. 
As each unique game situation presents itself, the plays you 
and your coaches have picked for that occasion will be dis- 
played in the Game Plan Window, three at a time. Since up 
to 12 plays can be predetermined for each situation, you may 
need to scroll past the first three to find the play you want. 
Just click on the red vertical arrows on the left side of the 
Game Plan Window to scroll through your plays. When you 
find the one you want, simply click on the play name or illus- 
tration, and you've chosen that play. The screen will then 
jump to the field view to run the play. 


Selecting from the Play Book 


Occasionally you will want to call a play that is not one of the 
12 you have chosen for that situation in the Game Plan. Use 
the Play Book Window'to call plays directly from the Play Book, 
You'll need to know the Personnel Group, Formation, and Play 
Name to call.a specific play. Click on the right and left arrows 
around each category until you find the Personnel Group, 
Formation and Play you want. The Personnel Group is al- 
ways the top blue bar, the Formation is always the middle 
blue bar, and the Play Name is always the bottom blue bar. 
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When you have the play you want displayed in the Play Book 
Window, click on the Play Illustration to choose it. The screen 
will then jump to the field view to run the play. 


Calling Time Out 

if you want to call a Time Out, click on the "TIME OUT" display 
on the Scoreboard at the top of the screen, or hit the "T" key 
on your keyboard. If you are in the Field View, you will only be 
able to use the "T" key. 


Game Play takes place in the Field View. The teams will play 
on the playing surface and in the stadium associated with the 
Home Team. 


Field View 


There are four camera angles you may choose in Game Play 
Options: 


Behind the QB 3/4 


Sideline Behind the LB 
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Player Designation 


If you are participating in Game Play as the Home or Visiting 
team, you will be able to control any single player on your 
team, Your Player Designation - the player you control - will 
have a yellow ring below his feet. When the player you con- 
trol has the ball, the yellow ring will become a solid yellow 
circle, 


On offense, the default player you control will be the Quarter- 
back, but you can change your Player Designation before the 
snap of the ball by hitting the "Shift" key on your keyboard. 
Hitting "Shift" toggles the Player Designation through the other 
ten players on the field. After the snap, your Player Designa- 
tion will automatically shift to the player who first receives the 
ball as soon as he receives it. The Quarterback taking the 
snap is not considered "receiving" the ball, so if you wish to 
control the Quarterback, you must start with your Player Des- 
ignation on him. 


On Defense you change Player Designation before the snap 
in the same way as on Offense, with the "Shift" keys. The 
default player you control will be the last player you were con- 
trolling at the end of the last play. After the snap, hitting the 
"Spacebar" will move your Player Designation to the defen- 
sive player nearest to the ball. 


Player Actions 


Every player in the Field View is capable of performing sev- 
eral basic user-controlled actions. These range from actions 
as simple as running to actions as complicated as kicking field 
goals. 


Fora detailed explanation of Player Controls, see 
the Game Play Reference Card that comes in your 


Total Control Football CD. 


INJURIES AND SUBSTITUTIONS 


Football is a rough sport. Players face the potential of injury 
‘on every play. It doesn't always happen, but when it does it 
can be devastating, not only for the player, but for the team's 
success as well. Depth of position will be invaluable to you. 


When a player is injured, your Trainers can keep him in a 
game up until a certain point. When he passes that point, he 
cannot continue to play. When this happens during a game 
your coaches will automatically fill the injured player's Per- 
sonnel Group place in your Lineup with another player from 
your Roster. You may want to substitute for less severely 
injured players at the quarter breaks, from the Skybox 
computer's Lineup Editor. 


The Skybox computer's Lineup Editor works exactly the same 
way your Coach Offices Lineup whiteboard works. It will dis- 
play all your Personnel Groups and let you substitute any 
player (or players) on your Active List Roster. 


Before the game or during quarter breaks you can make sub- 
Stitutions for uninjured players, keeping in mind that some will 
have greater Stamina than others. In the Skybox you will 
have as long as you want to re-work your Lineup. When you 
are satisfied, click "EXIT" and you will return to the Field View 
or Play Select screen. 


INSTANT REPLAY 


Total Control Football gives you the ability to pause the game 
and watch the replay of the play that just transpired. To see 
an Instant Replay during the game, hit the "R" key on your 
keyboard to bring up the Field View in Replay mode. The last 
play that was run will be cued-up, ready to be played at what- 
ever speed you wish to watch it. Simply click on the Video 
Controls to watch it. 


You will be able to stay in Replay mode for as long as you'd 
like. To leave Replay mode and return to the game, hit the 
*R" key on your keyboard again. 
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